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Game designed and implemented by Rob Zdybel 

ATARI welcomes your comments. Please address all correspondence to 


ATARI 

Customer Relations 
1312 Crossman Avenue 
Sunnyvale, Calilornia 94086 


NOTE: Always turn the console POWER switch OFF when inserting or 
removing an ATARI Game Program™ cartridge. This will protect the elec¬ 
tronic components and prolong the life of your ATARI 2600™ Video Computer 
System™ game. 
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1. INTRODUCTION 



You’re the qua r terback of the 
ATARI offensive team, and you're 
really feeling the pressure. Down 
by less than a touchdown in the 
dosing seconds of the game, you 
have to maneuver that ball into the 
end zone somehow for the winning 
score. How will you do it 9 

You could run with the ball and try 
to evade that Wide-ranging middle 
linebacker Be careful though 
He's a Utile bit faster than you and 
will catch you over the distance. 


Fortunately, you've done your 
homework by practicing your pass¬ 
ing m the one-player game against 
the computer. But this is head-to- 
head competition against a real 
person, and people aren't always 
as predictable 

It’s your ball Hurry! Time's run¬ 
ning out Can you call the right 
play and get that touchdown'? 


l 


2. GAME PLAY 


The basic rules of football apply, 
with some modification. 

Like regular football the object of 
ATARI Real Sports FOOTBALL is to 
score more points than your oppo¬ 
nent by getting touchdowns, field 
goals, and safeties. You advance 
the ball toward the goal by running 
and passing according to the plays 
you select with your Joystick 
Controller. 

Each team has five players, one of 
which can be controlled by the 
Joystick, You can play against the 
computer in a one-person game; 
or you can compete against 
another person in a two-player 
game, 


The clock runs continuously during 
plays It stops after incompieted 
passes, scores, turnovers, dead 
balls, and when offense calls its 
play It resumes at the hike. 

The clock will run down for no 
more than 30 seconds after the 
last completed play If offense has 
not called its play by this time, the 
clock will freeze until it resumes at 
the hike.. 

There are no time outs, no 
fumbles, no penalties, and no run¬ 
ning out-of-bounds. Each game 
consists of one 15-minute quarter 

(Figure 1) 


Blue Team's Score 

Offensive Team 
Indicator - 

Down — 
Control-Player — 


Scoreboard Dock 



Yellow Team's Score 

Line of 
Scrimmage 


Yards-tO-Go 
Control-Player 


Figure 1 * Opening Game Situation 
















3. USING THE CONTROLLERS 



Use your Joystick Controllers with 
this ATARI Game Program car¬ 
tridge Be sure the controller 
cables are firmly plugged into the 
CONTROLLER jacks at the back 
of your ATARI 2600 Video Com¬ 
puter System game. For one- 
player games, use the Joystick 
plugged into the LEFT CON¬ 
TROLLER jack. Hold the Joystick 
with the red button to your upper 
left, toward the television screen. 
(See your Owner 's Manual for 
funner details.) 


Use your Joystick to: 

Call plays before the hike. 

Direct your control-player after 
the hike 

Use the fire button 10 

Hike the ball 
Pass the balk 
Program a kick play. 

Kick the ball. 

Cal! up a blitz play. 


Move Up 

Move Move 

Diagonally f Diagonally 


Move 

Left 


Move 
Diagonally 



Move 

Right 


Move 
Diagonally 


Move Down 
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4. CONSOLE CONTROLS 


GAME SELECT SWITCH 

You can choose a one-player or 
a two-player game. Press the 
GAME SELECT switch until your 
choice is indicated by the down 
number on the scoreboard. 

GAME RESET SWITCH 

After you have selecteo your 
game, press the GAME RESET 
switch to begin a new game. 

TV TYPE SWITCH 

Set this switch to COLOR it you're 
playing on a color television set 
Set it to B-W to play the game in 
black and white. 


DIFFICULTY SWITCHES 

The difficulty switches establish 
the running speed of the control- 
players, The A (advanced) switch 
makes the control-player run half 
as fast as the B (beginner) switch. 
The difficulty switches are espe¬ 
cially useful as a handicap so the 
abilities of two players can be 
more evenly matched. B is the 
recommended mode tor all play¬ 
ers. A should be used as a hand¬ 
icap between unevenly matched 
players—with the (allegedly) 
stronger player in the A mode. 


5. CALLING PLAYS 


In the one-player game, you play 
the blue team and the computer 
plays the yellow team competi¬ 
tively against you. Sometimes you 
are on ottense; sometimes on 
defense. In either case, you only 
have to call up the pray for your 
side; the computer will select its 
own play and hike the ball soon 
after. 

In the two-player game, each per¬ 
son must select a play before the 
scrimmage can begin. The flashing 
scoreboard indicates which side 
has yet to can its play. As soon as 
both sides have called their plays, 
the flashing team scores will 
stabilize, indicating that offense 
can now hike the ball by pressing 
the red button 


To call plays, move the Joystick or 
push the red button — as indicated 
by Figures 2 and 3. 
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OFFENSE 


OFFENSE 


To pass, press the red button and 
the ball will be thrown toward a 
pass-eligible receiver who is run¬ 
ning a pre-arranged pattern. You 
can have only one pass-eligible 
receiver in any play. The ari of 
passing is to time his pattern with 
the arrival of the ball. (Figure 2,) 

To kick, you need to press the red 
button a total of three times. Once, 
to program a kick play before the 
hike; a second time to hike the 
ball, a third time to actually kick 
the ball. Field goals and punts are 
called up in exactly the same way. 

II you kick close to the goal and 
the ball goes through the goal 
posts, the kick will register as a 
field goal. If the ball misses the 
goal posts, the kick will have func¬ 
tioned as a punt. The ball will be 
downed where il went dead; or. 
if it did enter the end zone, it 
will come out to the twenty for the 
next set of plays, There are no 
punt returns and no blocked kicks. 

DEFENSE 

Except for the blitz, each of the 
other four defensive plays offers 
some kind of defense against a 
pass. (Figure 3.) 

if you call a blitz, the defensive 
safeties will join the linemen in 
rushing the quarterback You then 
have only your control-player to 
cover the oass and a possible run. 



Long Pass 
Left 


Long Pass 
Right 



Left 


Right 

Figure 2 - Offensive Plays 


DEFENSE 



Short Pass, 

Both Safeties Covering 


Short Pass 
Left 



Short Pass 
Right 


Long Pass, 

Both Safeties Covering 


Ftgure 3 - Defensive Plays 


6. SCORING 


Crossing the defensive team's goal 
line by running or passing the ball 
successluily into their end zone is 
a TOUCHDOWN, ft counts for 
seven (7} points, and the bait will 
automatically be brought out to the 
twenty-yard line to begin the next 
senes of plays. 

Kicking the ball through the "goal 
posts" is a FIELD GOAL and 
counts for three (3) points, with 
the ball brought out to the twenty. 
Kicking field goals is rancom and 
depends on your proximity to the 
goal line. If you kick from within 
the Iwenty, your chances are ex¬ 
cellent; it you're beyond the forty, 
belter try something else 

Tackling the ball carrier in his own 
end zone is a SAFETY and scores 
two (2) points for the defensive 
team They also gam possession of 
the bail on their own twenty-yard 
line, 
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7. HELPFUL HINTS 


* When you call plays like the 
short pass left and the long pass 
left, it is sometimes tricky to move 
your Joystick perfectly along the 
diagonal line that programs those 
plays. Try moving your Joystick 
straight up (or down) first, and 
then shift it toward the diagonal 
that programs your selected play 

* After you throw a pass and the 
quarterback has exited from the 
TV screen. Joystick control is 
automatic ally transferred to the in¬ 
tended receiver. Use the Joystick 
to adjust his oosition while the ball 
is in mid-flight, and you may im¬ 
prove your chances of completing 
a pass 

* "Rolling out" toward the side 
where your receiver runs his pat¬ 
tern is often a good tactic in com¬ 
pleting a pass. Ultimately, though, 
successful passing is a matter of 
good timing. 


* Blocked passes and intercep¬ 
tions can occur if a defensive 
player is in the direct line of flight 
of the pass. You cannot throw a 
pass over a player s head. 

* II is not easy to run against the 
computer in the one-player game. 
Your best bet is 10 use your 
blockers and tangle up that fleet- 
fooled linebacker at the line while 
you scurry for yardage. 

* The defensive control-player is 
a hair faster than the ball carrier, 
so he can make the tackle over 

I he short run. But if you can 
manage 10 get a decent enough 
headstart, you've got yourself a 
long gainer and maybe a 
touchdown, 
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8. SCOREBOARD 



Score 

Date 

Home Team 



Visitors: 



Home Team: 




Visitors: 



Home Team: 



Visitors: 



Home Team 



Visitors 



Home Team: 



Visitors: 



Home Team: 



Visitors: 



Home Team: 



Visitors: 



Home Team 



Visitors: 



Home Team: 



Visitors: 
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GAME CARTRIDGE LIMITED NINETY DAY WARRANTY 

ATARI, lINC, rAtferi IfwarWHa Ic Ihe onglfiai consumer purchaser that yOur ATARI* Game Program cartridge 
it t r*e 1 rom any de recta. I n mat en *i or wo^k manan I p I or a pen od of nine! y o a ya I rom t n e d a .t 0 01 c j rc n 3 r nfl 1 1 any 
sue h defect l s diuovirsd w 11 hin th 0 wirr am y per 1 osJ, AI art ‘a sole obi 1 gai ionw ■ 11 &eto r ep lace the cart ri dge Free 
ol charge on receipt or me cartridge [charges prepaid, if mailed or shipped!- with proo! of date of purchase at 
either the r# !*i l stfiK e where I ho Cartridge was pu rebelled Or St one ol the AT Afi l Reg iona l Service Centers I let ad 
below: 

Atari, (no, Atari. Mn& Atari, irvc Alert, Inc 

13i2 Grossman Ave 5*00 Newport Dr. 12 0 World’s Fair D<. 2109 East Distort St, 

Sunnyvale, CA 9*006 Suite 1 SomerseL NJ 08873 Arlington. TX 78001 

Rolling Meadows. IL 00009 

This warranty shell not apply if the cartridge i,a) bat oeen misused or shows signs ol excessive wear, [n| has 
bee n damaged by bei ng used wit h any produc 1 s not su ppl ied by AT ARI, or [tii) has been damaged by be 1 ng ser¬ 
viced or mod 1 lied by anyone other than an ATARI Regional Service Center, 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS, ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE CONSEQUENTIAL OH 
INCIDENTAL DAMAGES RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED WAR- 
PANTIES ARE HERESY EXCLUDED 

Soma states do not at lew limn aliens on how long an implied warren l y lasts or do not allow the exclusions or 
limitations ol incidental or consequent! damages, so the above limitations or exclusions may not apply to 
you. 

This as rranty gives you spec 11 ic legal rig ms and you may ai 10 have other r igh 15 which vary from state testate 


A 

ATARI* 

ATARI. INC . Consumer Dlvltlon. PO. 6c < 427. Sunnyvele. CA94Q«e o a Warner Comm j n ie*ti on* Company 


C019TAt.ee REV 1 2668 


& 1«B2 ATARI, INC ALL RIGHTS RESERVED 


printed n US A 


















